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1. What game is this card from? 
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2. What computer was used to play this game? 





3. Please rate the following aspects of the game 
(9 = excellent, 1 = poor): 


Playability 9 8 7-6 5 43 2 1 
Realism=<9 8=.7-6- 5 ADD iA 
Excitement 9 821]. 6-54-5372) 1 

4. Was this game fun to playy O Yes No 


5. Have you ever played a board wargame before? 


O Yes ONo 


6. Please comment on this game. Include games you 
would like to see in the future. 
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8. Where did you learn about this game? 


1) O friend 

2) retail store 

3) O SSI catalog 

4) O magazine ad 

5) magazine review 


6) O other 


If magazine ad, which magazine? 








. Where did you purchase this game? 


1) O computer store 


2) O software store: Sie 
3) 0 toy/hobby’store 

4) 0 bookstore 

5) O department store 

6) 0 SSI direct 

7) O other mail order 

8) 0 other 
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you try to curvea shot to the left, for example, does not guarantee that it 
will not go straight, or even curve to the right. It does, however, improve 
your chances of obtaining the desired result. 

One other factor to keep in mind when attempting to curveashotis 
what club is being used. Due to factors of club loft and distance of flight 
of the ball, a shorter club cannot usually be curved as much as a 
longer one. 


Deviations are selected by a single keystroke according to the 
following table. 


KEY DEVIATION 


Hook —maximum left curve 
Draw — medium left curve 
None —straight 

Fade — medium right curve 
Slice — maximum right curve 


Qnz0r 


All deviations are stated relative to the direction of flight of the ball. 


5.5 Change option. 


Once all shot parameters have been entered, you will be given a final 
opportunity to change your mind. To change shot parameters, press the 
‘C’ key when the ‘CHANGE OR EXECUTE?’ prompt appears. This will allow 
you to repeat the shot selection sequence. Pressing any other key will 


and roll the remainder. To play a lofted shot, select a pitching wedge by 

pressing the 'W’ key. This shot is generally used on shots over water or 

sandtraps because it causes the ball to fly most of the distance to the 
hole and roll a short distance. 

In general, chip shots offer a greater chance of holing out since they 
spend more time on the ground rolling. Wedge shots offer a greater 
chance of avoiding hazards since they spend more time in the air, Chip 
shots may also be used to play back to the fairway from trees since they 
tend to stay low under branches. 
Due to the short distances involved with these shots, the ball does 

not go high enough to be affected by the wind. 


7. HAZARDS AND OBSTACLES 
7.1 Out of bounds. 


Ifa ball travels off the screen display area, it is ‘out of bounds.’ The ball is 
replaced at the point from which it was hit and the player plays his or her 
next shot immediately. The penalty for out of bounds is ‘stroke-and- 
distance’ (effectively, a 2-stroke penalty). In cases where boundaries are 
close to the area in which normal play occurs, purple or violet boundary 
lines or dots are shown. 


result in execution of the shot as you have defined it. 


6. SPECIAL SHOTS 


6.1 Shots from sandtraps. 


The sand wedge is a special club generally used from sandtraps. In 
PROFESSIONAL TOUR GOLF, a sand wedge is automatically selected 
for sandtrap shots of 50 yards or less. You do not have an option on this 
shot. On sandtrap shots of longer than 50 yards, clubs are selected as 
for any other shot (see Section 5.2). However, depending on your lie 
within the sandtrap, the shot will be subject to a larger distance and 
direction variation than would a fairway shot. 


6.2 Recovery shots. 


Recovery shots are generally used on shots from trees, or on shots 
which must pass through a tree. A recovery shot in PROFESSIONAL 
TOUR GOLF is an attempt to keep the shot low, under the tree. 
Although using a recovery shot improves the odds of missing a tree, it is 
subject to more distance and direction variation than a normal shot. 
(For more information on avoiding trees, see Section 7.4) 

To select a recovery shot, press the ‘R’ key when the ‘SELECT 
CLUB’ prompt appears. Then, when ‘(R)’ appears, choose a club as you 
normally would (see Section 5.2). Note that although players being 


handled by the computer also play recovery shots, the ‘(R)’ message is 
not displayed. 





6.3 Short pitching wedge shots. 


The pitching wedge, being the shortest club available, is often used on 
shots much shorter than the stated club distance. The computer 
automatically compensates for this so that the length of the shot 
attempted will be correct. 


6.4 Shots less than 50 yards. 


~ On pitch shots — that is shots of 50 yards or less — you may elect to 
either play a pitch-and-run shot, or a lofted shot with backspin. Which 
shot you choose will depend on what obstacles or hazards lie along your 
path to the hole. 
To play a pitch-and-run shot, press the ‘C’ key when asked to select 
a club. This shot is most often used when no water or sandtraps are in 
the way. It will cause the ball to fly about half the distance to the hole 





This means that for a shot of 100 yards, a ball must travel 30 yards 
before it will safely clear a tree, while a shot of 250 yards requires 75 
yards of flight. Also, a factor of 12% is used to determine when a shot 
gets too high to stay beneath a tree. As the ball nears the end ofits flight, 
it begins to lose altitude and is once more susceptible to hitting a tree. 
An 80% factor is used to determine this point. That is, after a shot has 
completed 80% of its flight, it has descended below treetop level. 


7.2 Sandtraps. 


Although there is no stroke penalty for being ina sandtrap, shots played 
from sandtraps are subject to more distance and direction variation than 
fairway shots. When your ball is in asandtrap, *’ will be shown after your 
initials and distance, while **’ denotes a bad lie in the sandtrap. Your lie 
in the sandtrap will be taken into account in the result of your shot. 
Remember that on sandtrap shots of 50 yards or less, a sand wedge is 
automatically selected. 


7.3 Water hazards. 


All water hazards in PROFESSIONAL TOUR GOLF are played as 
‘lateral hazards.’ If you hit into a water hazard, your ball is automatically 
placed within two club lengths of the point of entry with a 1-stroke 
penalty. Your next shot is played in proper rotation. 


7.4 Trees. 


Just as in the actual game of golf, trees are one of the most difficult 
obstacles in PROFESSIONAL TOUR GOLF. When trying to hit around 
trees, you will sometimes curve the ball too soon and hit the tree; or, you 
may not eurve it enough (or too much) and miss your target by a large 
margin. When trying to go over a tree, your shot might not get high 
enough, soon enough, resulting in hitting the tree. 

When trying to stay below a tree, the ball may go too high, too soon, 
and hit the tree. In the cases of curving a shot around a tree or playing 
a recovery shot under a tree, you can at least improve your odds of 
missing the tree, but this usually has an adverse effect on the accuracy of 
the shot. So, hitting a normal shot over a tree is obviously more 
desirable if you are far enough away from the tree to allow the ball to 
gain enough altitude to clear it (or close enough to the tree so that the 

ball stays low enough until it is beyond the tree). 

In order to decide whether your shot will meet the above condi- 
tions, it is necessary to understand the flightpath of a golf ball. Longer 
clubs have less loft, thus producing shots which require a greater 
distance to reach their maximum height. Conversely, shorter clubs have 
greater loft, so they achieve their maximum height over a shorter 
distance. In PROFESSIONAL TOUR GOLF, a factor of 30% is used to 
determine when a shot has reached a height sufficient to clear a tree. 





The flightpath of a ball played in PROFESSIONAL TOUR GOLF 
has been divided into 25 increments. The following table converts the 
percentages used above into terms of these increments. 


INCREMENT RANGE CONDITION 
0O- 2 Ball below tree branches. 

Bo Gf Ball height within tree branches. 
8-20 Ball height above treetop level. 
21-23 Ball height within tree branches. 

24-25 Ball below tree branches. 


8. PUTTING 
8.1 General. 


Putting is only allowed when your ball is on the putting green — you 
may not putt from the fringes. When you have reached the putting 
green, the hole picture will be replaced by the putting display. 

Like arcade-type games, putting is a learned skill. Unlike arcade- 
type games, it can never be mastered. Putting is based on a number of 
factors including skill, nerves, green speed and contour, putt distance, 
and random probability. For this reason, putting in PROFESSIONAL 
TOUR GOLF is a strategic simulation — not an arcade function. The 
result of an individual stroke will depend on these factors. 


8.2 The putting screen. 


The putting display gives you the information which should be 
considered when selecting your putting stroke (see Section 8.3 for 
stroke types). This includes the distance of your putt (also shown 
graphically), what score you are putting for, and the ‘green difficulty’ 
factor. The green difficulty is a rating which combines speed and 
contour of the green. A rating of 1.00 represents an average green. A 
rating of less than 1.00 denotes a relatively flat green which presents an 
easier-than-usual challenge to deducing the speed and break of the 
putt. A rating greater than 1.00 indicates a severely sloping green on 


which it is proportionally more difficult to figure the speed and break of 
the putt. _ 


8.3 Putting strokes. 


When it is your turn to putt, the computer will inform you with your 
initials and ask you to choose a putting stroke. Select by entering the 
number of the stroke you wish to use. Below are descriptions of the three 
stroke types. 


Normal — This will be the stroke used most often. In playing a normal 


stroke, you are trying to make the putt, but not to the extent that you 
excessively risk 3-putting. 


Lag stroke — This stroke is used on longer putts, or in competitive 
situations where you do not really need to make the putt, but do not 
want to take more than 2 putts to hole out. A lag stroke nearly 
abandons the chance of making a putt while greatly reducing the 
chances of 3-putting. 

Charge stroke — This stroke is used when you need to make an all-out 
effort to hole the putt, even at the risk of 3-putting. It increases your 
chances of making the putt, but also increases the odds of 3-putting. 


Lag strokes and charge strokes generally have more effect on longer 
putts than on shorter ones. 


8.4 Continuous putting rule. 


If you make your putt, control passes to the next player until all players 
have holed out. Otherwise, you will be advised to the distance of your 
next putt and again be asked to select a stroke type until you have holed 
out. Onceall players have holed out, the scorecard will be displayed and 
updated, and the disk drive will be accessed to load the next hole 
picture until all 18 holes are completed. 


9. ENDING THE ROUND 


At the end of the round, you will be 


ked to insert the G 
side and press the RETURN k, Th vo ail cae 


ey. Doing so will cause both playe: 
course statistics to be updat player and 


‘ed. If you do not wish to update thes 
records (or do not have a PLAYER DISK), just remove the disk aadnain 
the computer off. 


10. SAVING A GAME 
IN PROGRESS 


The save game feature of PROFESSIONAL TOUR GOLF allows you to 
suspend play of around (priorto the 17th hole) and continue later at the 
point you left off. To exercise this option, press ‘CONTROL-S’ while the 
scorecard is being displayed and you are being prompted to press the 
RETURN key for the next hole. (In automatic play, where the computer is 
handling all competitors, press ‘CONTROL-S’ after the disk drive light 
goes off.) You will then receive the message ‘REALLY SAVE GAME?’ Press 
‘N’ to continue the game, or press ‘Y’ to enter the save game routine. 
Note that it is not possible to return directly to the game in progress once 
you have typed a Y’ and entered the save game routine. 

Now, insert the GOLF UTILITY side into the drive and press the 
‘SPACE BAR’ to run the save game program, which gives you the following 
capabilities. 


10.1 Catalog. 
The catalog option will reveal the status of your SAVE GAME DISK. 


10.2 Save game. 


Games can only be saved on an SSI initialized disk (see Section 10.4). 
In order to save a game, enter the number of a ‘free’ file and press the 
RETURN key. Entering the number ofa file currently ‘in use’ will cause an 
error message. 


10.3 Delete game. 


This option allows you to free-up saved games you no longer need. 
Once a saved game is deleted, it can no longer be recalled. 


10.4 Initialize. 


In order to save games, you must have an SSI initialized SAVE GAME 
DISK. The initialize option gives you this capability, The game currently 
in memory will not be disturbed by the initialization sequence. 

To initialize a disk, insert a blank disk (with write protect tab 
removed) into the drive and follow the instructions. Initialization and 
formatting requires about 20 seconds on the Apple Il, or about 60 
seconds on the Commodore 64. 

Once the disk has been initialized, press the ‘space bar to return to 
the main menu and then select the ‘save game’ option to save the game 
in memory. 


10.5 Exit. 


Once you have saved your game, press the'E’ key to exit the save game 
program. If you want to continue the round in progress, itis necessary to 
reboot the GOLF MASTER side and follow the instructions for resuming 
a saved game (see Section 11). It is not possible to return directly to the 
game which was being played. 


11. RESUMING A SAVED GAME 


To resume a saved game, follow the procedure for booting the GOLF 
MASTER side (see Section 2.2) and for starting the game (see Section 
3). Then after the opening demonstration, respond ‘C’ for continuing 
a game. You will then be asked to insert your SAVE GAME DISK and 
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